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Introduction

This document talks about the various problem and solutions found for designing my game which is an 
attempt to create a master of magic board game. This will make it easier for people to understand the 
core mechanics of the game and why the game is designed this way. It will also make people 
understand how a video game as complex as Master of Magic could be shrunk down in a smaller board 
game. I once said that it felt like fitting an elephant in a shoe box. 

One thing you have to understand is that the goal to make a MOM board game is not to create an exact 
replication of the video game. The goal is to replicate the same feeling and experience as the video 
game. So I intend to design a set of mechanics that will capture that experience without necessarily 
duplicating the mechanics.

Restrictions

In order to do so, some design restriction has been set up since they has been evaluated as important to 
catch that experience. So the design of the game will consider these restriction during the process. Of 
course, these restrictions makes the game harder to design, but closer to the desired experience:

- Full World Map: In order to have that idea of grandeur where you can cast spells that affect the 
world, the map must represent the whole world and not just a portion of it. Optionally, there could be 
some space to use a mirror world like in MOM. World must allow wrapping around on the sides and 
maybe even on the poles.
- Variety of Units, Spells and Races: The combat system must allow a large permutation of statistics 
to make is possible to have a huge variety of units and spells to affect them. The game must easily 
support at least 50 different unique units and over 100 spells. There is currently 10 races planned.
- Time restriction: The whole game must be playable in at most 5 hours. Due to the long time, the 
game has to be separated in phases to change the game as it progress. It also means that some 
mechanics, like combat resolution, have to resolved fast to prevent game slowdown.
- Flexibility: Most players want to play 4x video games with their own rules. MOM like Master of 
Orion have the reputation of being able to support everything a sci-fi or fantasy world could have. So 
the game must be flexible enough to allow players to add new features to the game because it will not 
be possible to implement those features right from the start.



Proportionality of the empire

Managing each city individually is unthinkable if the player is going to manage many cities. Fantasy 
Flight Games did it with their Civilization game but they had to restrict themselves to 3 cities. 
Considering I want the game to make place in the whole world, such solution is impossible.

Instead many elements of the game will affect the whole empire at the same time. For example, the 
player will have a city layout where they can place buildings. Once a building is placed, it assume that 
all the cities in their empire also built the same building all at the same time. That has the effect of 
making city management much more easier.

Which introduce the notion of proportionality to the empire size. The action above of placing a 
building is not influenced in any way by the empire size. You could have 1, 10 or 100 cities and the 
resolution would be the same. This is a very powerful feature as it allow the players to manage larger 
empire without additional work.

Most elements of the game will not be proportional to the empire size using by similar action like the 
above that affect the whole empire. There are other centralized mechanics are already non-proportional. 
For example, all spell research is done by the wizards covenant, since there is only 1 covenant what 
ever them empire size, then all those actions are non proportional.

Now there might be some proportional resources (I am still debating with myself on this one). For 
example, the larger your empire the more armies you will need to defend it. Right now, each city has 
their own army, so that makes it already proportional without extra maintenance. But when happens 
when you want to attack.

One of the solution is that each city gives you 1 gold and that X gold maintain an army token. So the 
bigger your empire, the more armies you have and the more you can attack or intercept enemy cities. In 
that case, it make sense because it is logical that more cities maintain more troops and need to troops to 
defend themselves. 

A bad usage of proportionality would be that each gold allow you to maintain a building. This is bad 
because it would mean that larger empire will make each city individually bigger making empire with 
few city always have little buildings. It is true that having more cities working together can generate a 
surplus value, but this is way too much. A small empire must be able to build large city, but having a 
smaller empire will not be able to attack much.

Some mechanics that should have been proportional has been disabled for being more convenient. For 
example, colonization currently allow you to build 1 settlement per turn (or almost). In theory, the more 
population you have, the more cities you should be able to build, but considering that colonisation is 
only done in the early part of the game, it would simply grow too fast. Second, each city grow 
independently when placing building, the concept of more population grow faster is already there. 
Third, since new cities are as strong as old cities, so you could say that the extra population growth 
went to fill up the missing population in those cities. 

In summary, the idea of proportionality is to make the game easier to manage by making action affect 
the whole empire at the same time. This reduce the bookkeeping and the management that the player 
has to do to keep his empire working.



Non-Cumulative Resource Sharing

A common mechanic found in many game is resource sharing. For example, you have 10 gold coins, 
and 3 possible way to use those gold coins giving in average 3.33 gold per action. Considering that the 
game must be flexible, it must be possible for players to be able to add action without unbalancing the 
game. So if the players add 2 actions, there will be 5 actions for 10 gold, giving 2 gold in average for 
each action which power down each action individually.

How do we solve this? Simple, instead of sharing the resources between various actions, all actions 
have access to the maximum of resources. So for example, each of the 3 or 5 actions above would have 
access to 10 gold each. So the number of actions does not affect the resources of other actions. Most of 
the time, this will be done by comparison. For example, you could have an action that says that you 
could recruit a knight if your treasury has 5 gold. If you exceed 5 gold, then this action is available. 

It also means that the resources are non-cumulative. So for example, you do not accumulate 10 gold 
each turn. If your gold level is 10, then you have access to 10 gold for each action every turn, and 
unused gold is never accumulated. This has also the advantage of simplifying the bookkeeping and 
management of the empire.

Most resources will be managed as level. For example, one idea is that the city configuration give 
various resource level like production, influence, military, prestige and knowledge. Actions will 
compare to these actions once executed. Another resource idea is that each city gives gold and each 
node gives mana. The difference is that some elements, like and enchantment, could require 
maintenance which will permanently reduce the level or the resource. So the resource level is the 
maximum you can maintain and the rest is placed in a treasury/vault.

For example, you could have 4 armies taking 1 gold each to maintain. If your gold level is 10, then you 
have 6 gold left for performing other actions like buying and artifact for example. Spells would work 
the same, world enchantment would reduce your mana level, and the left over goes into your vault for 
other actions. This is still not clear, but it could be a way to use the resources if there is maintenance.

Action System: Actions can also be considered as a resources. In many games, each player has a 
limited number of actions he can perform every turn. This cannot possibly work in my game if I want 
the game to stay flexible and allow players to add new actions. Because if there are more actions to 
perform, then the average of time each action is executed will drop. For example, 3 out of 6 actions per 
turn give an average of 1 action per 2 turns. If you add 3 new actions, it becomes 3 out of 9 for an 
average of 1 action per 3 turns. 

The solution was to use the concept of action groups. There will be 5 group of actions labeled as: 
Civilization, Warfare, Empire, Sorcery and Diplomacy. All possible game actions must fit into those 4 
categories. Each turn, players will be able to perform 3 categories of actions out of 5. When a category 
is executed, all the actions in that category are performed once what ever the number of actions. For 
example, if a category has 1 or 10 actions, it does not matter, you do them all. It also means that an 
infinity of actions can be added to any category without changing the balance of the game.



Military and Warfare

A lot of work has already been done so far on how warfare are going to be resolved. I probably tried or 
thought about more than 50 different combat system since the start of the design. A lot of restriction 
must be taken in consideration. Since there is going to be a lot of battles, it's important that the battles 
are resolved fast to respect the time restriction. So a battle must take at most a minute to resolve. The 
second restriction is the variety of unit that must have different combinations of abilities and counter 
abilities.

In the beginning, players had to manage Infantry, Cavalry, Archery tokens on the world map, but I 
quickly realized that a lot of time was wasted only to distribute your army in your kingdom. So I 
decided to remove all army tokens from the board to remove any troop management work. I consider 
that the player has people under their command that will do the job, so the player decides where to 
attack and if he wants cavalry or not in his army, but all the mobilization of these troops to prepare for 
an invasion or distribute the cavalry in all cities is actually hidden. That makes army management much 
easier.

Instead, a player can attack from a certain range from the city he controls. In a recent rule update, each 
city has an army of it's own that can be used to defend or attack. When you attack, you simply flip the 
city to exhaust it. Surrounding your enemy with cities would give you more attack opportunity. Coastal 
cities can use ship to extend their attack range. Fleets are tokens off board that you simply flip to use 
like Eclipse colony ships.

Now that the armies are mobilized, how to we resolve battle. Removing the units from the board forced 
me to place the army configuration off board. A player's army configuration is actually replicated in 
each city. So if a player has a config of 1 spearmen, 2 archer and 2 cavalry, all his cities have exactly 
the same army configuration.

Combat Resolution: The first systems I tried consisted in resolving battles as a whole. So each unit 
added strength and abilities to the total and the the battle was resolved with a roll. The problem is that 
there was little special abilities to design, and counter abilities were not possible since units did not face 
each other. So the idea that each unit had to attack another unit was necessary.

The second types of system was having a set of units that fought another set of units. The unit match 
were done in different ways and the randomness was also applied in different ways. Most of the time, 
the combat resolution was way too slow because you often had do to rolls for each units.

The third type of system consisted in making duels of units, and the the resolution of these duels had an 
impact on the result of the battle. So for example, unit cards duel each other and the loser reduce and 
HP bar representing the strength of his army. When a player's army HP is reduced to 0, the player loses.

The current system is somewhat similar. Each unit has a strength value and units are matched like in 
the “war” card game. The strongest wins. You play until 1 player runs out of cards. You count the 
tactical value of each surviving cards, even if they did not have a chance to fight, and the highest total 
wins. This make it quick to resolve, the 1 pass through the deck avoid the bug where 1 strong unit 
defeat the whole opposing army.



Unit Variety: The only thing left is to implement unit variety. Now that units are dueling each other it 
is much easier to have counter abilities. The way it will work is that the strength of a unit will be 
broken down in various values. For example, a cavalry could have the following stats:

Melee:Metal =  Strength 3
Charge = Strength 2
Armor:Metal = Strength 3
Total strength 8

If that cavalry fights an Halberdier unit which has the following counter abilities:

Negate Charge
Reduce Armor 2

Then the cavalry's charge ability is canceled, so no +2. And the Armor of the cavalry is reduced by 2, 
which now only gives +1. So the final strength of the cavalry is 4 (3+1).

In another situation, you could decide to cast a “Metal Melt” spell that negate all metal abilities. In that 
case, the cavalry would only have a strength of 2(charge) since armor and melee are now canceled.

So by using a system where the value is broken down in many keywords, it create a large variety of 
abilities combinations to create unique units and spells effects.

Magic

Considering that Magic is one of the most important aspect of the game, I'll say a few words about it. 
There are still undefined things about how exactly will magic work. There has been lately the idea of 
using a deck building system, the problem is that it requires a lot of cards to do so. I could do a deck 
building game only with the same theme and it would probably work.

The most important thing about the magic system is that all spells affect everybody. For example, there 
are no individual unit or city enchantment. So if you cast a city enchantment, all your cities are 
affected, same thing for your units.

Probably enchantments will eat up some hand space or mana income, giving you less mana every turn. 
I am not sure yet. Else there is the idea of pay on demand where an enchantement on the table only 
takes effect if you pay some mana at the moment you need it. That is another possibility.

As for the summons, either they add units to your army configuration, or either you have a pool of 
monsters each turn that can support some of your battles. But once they are depleted, you must wait for 
the next turn to get them back. A similar system could be used for mercenaries. That would allow 
player to send extra forces in battles he really need to wins. But the usage is limited.

Conclusion

I think I'll end here. As you can see a lot of abstraction and simplification had to be done to keep all the 
thematic concepts and make it playable in a reasonable amount of time. More development still needs 
to be done, but with this document, you have a good idea of what I have encountered so far.


